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The Impact of Videogames

Abstract

Say Wah
Nebraska College Preparatory Academy
Omaha North High Magnet School 2020
University of Nebraska Lincoln

There is an abundance of misconceptions about
the effects of videogames. The
current connotation is negative, especially for
videogames that show violence. The importance
of this research is to help shine a light on the true
extent on how videogames affect its users and the
world around them. Many studies have been
conducted around the link between videogames
and aggressive behavior. Some studies have
shown that there can be an increase in
aggression. However, a similar study that found
an increase in aggression, also found that the
aggression was rooted from frustration of the
game and not around the game being violent.

Diagrams Showing the economic impact of
the videogame industry

Conclusion

Understandably, people, especially parents,
have the right to be concerned
about videogames and the content that is
presented to their children. However, what is
not right are people who continue to accuse
videogames for the root cause of shootings and
crimes, which also incites fear among
Americans and parents. Videogames like almost
anything, comes with positives and negatives,
it depends on how the user wields it for it to
work in their lives. Which is why videogames
should be played with moderation or at least
responsibly.

Further Research

Rather than chalking up the issue to be
videogames, there needs to be a more
extensive look into our culture and what truly
causes gun violence. There are still a lot of
unknown benefits and disadvantages of
videogames that must be further looked into.
However the videogame industry shouldn’t be
instantly written off by myths and
misconceptions.

Key Points

• Videogames are often portrayed in a negative
light.
• Videogames can cause aggression, but the
aggression does not stem from it being violent
Ø A study conducted by Dr. Andrew Przybylski,
found that videogames caused frustration and
aggression is a side effect of frustration.
• Videogames have had a positive effect on the
U.S economy.
Ø The videogame industry has added $11.57
billion in 2015 to the United States' GDP
• Videogames do have benefits for its players
Ø A study conducted showed that players who
played shooting games had an increase hand
eye coordination and attention to detail
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